You will probably want to refer to these instructions 
during your first few games. They have been printed 
on the reverse of the carding so that you can avoid 
wear and tear by reinserting the card in the trans- 
parent plastic envelope, with the instructions visible. 

Tim Love's Cricket is the most realistic cricket simul- 
ation yet produced for any home micro. 
It simulates a 40-over match between two teams of 
any chosen standard, from Village Green to Test 
Match. Players are provided with joystick control over 
batting, bowling and fielding, with the batting and 
bowling action shown in animated graphics — as it 
actually happens. Alternatively, one player may play 
against the computer. 

There is a valuable bowling practice option, and the 
save game feature allows the player to build a library 
of teams, so that a current Test XI may, for example, 
compete against great teams of the past. 
For best results, we recommend the use of potent- 
iometer joysticks (the type normally supplied for use 
with the Dragon). If necessary, only one joystick can 
be used for play against the computer, but in this case, 
you will need to change sockets between each innings. 

To load, type CLOADM, and press ENTER. The 
program loads in three parts, so do not disturb the 
tape. Should the program fail to load, try different 
volume and tone levels. There is a recording on each 
side of the tape. 

If you wish to continue a saved game, follow the 
instructions on the screen. 

You can choose Village Green, County or Test Match 
skill level. The main factor affected is the speed of 
bowling. If you ask for batting help, the point at 
which the ball will pitch is marked during the bowler's 
run-in. 

If you choose your own teams, no name may be more 
than 8 letters long. You must pick a wicket keeper and 
five bowlers. Each team may have up to 50 batting 
skill points and 30 bowling skill points shared among 
the players, but no player may have a skill rating of 
more than 9 points. In the second column, type F 
(fast bowler), S (slow bowler), W (wicket keeper) or N 
(none of these). 

A damp wicket favours spin bowlers. 
After the toss, and deciding whether to .play against 
the computer. the batting side will use the left joystick, 
and the bowling side will use the right joystick and the 
keyboard. 

You will then be given a chance to practise bowling. 
To choose a bowler, use the number keys. Player 10 is 
'0' and player 11 is ':'. No bowler may bowl more 
than 12 overs. 

Bawling: Virtually any type of ball may be delivered, 
but 8 great deal of skill is involved. The action is 
shown on a split screen, with a side view at the top, 
and a plan view at the bottom. An arrow on the 
bottom screen shows where the bowler's position 
at the crease will be when the ball is released. You 
have 3 seconds to position the arrow with the joystick. 
When the second tone sounds, you must immediately 
move the joystick to control the type of delivery. 
Look down the joystick shaft from above, and imagine 
that it represents the bowler's arm, looking from his 
hand to his shoulder, at the moment that he releases 
the ball. The further you move the joystick to the 
right, the shorter the ball will be pitched. If you move 
the joystick down, the ball will be delivered to the 
right; move it up, and the ball will be delivered to the 
left. For example, holding the joystick in the south- 
west position will deliver a full toss to the right. You 
must experiment to master the effects of spin. 
Once the bowler begins his run-up, move the joystick 
to the left to produce a slower ball, or to the right to 
produce a faster one. 


Practice: Bowling practice will prove very valuable. To 
return to the action from practice, hold down the 
joystick button at the end of a bowl. 
Batting: At first, the joystick controls the height of 
the bat and how far forward it is. Once you are 
satisfied, press the fire button, and the joystick will 
now control the batsman's side-to-side position in the 
crease, and the angle of the bat. The reaction of the 
ball when it is struck is very realistic, and depends on 
the part of the bat which it strikes, the angle, and the 
ball's spin. 

Fielding: To change the position of the fielders, the 
'F' key should be held down during the first bowling 
tone, when the display will switch to a bird's eye view 
of the pitch. At first, the joystick will control the 
wicket keeper. If you hold down the fire button, the 
fielders will 'bleep' in turn. Release the button when 
the fielder you want to move bleeps, then move 
him with the joystick. To return to the action, press 
'F' again. The computer will automatically position 
the wicket keeper, bowler and any fielders who are 
too close. When the batsman has hit, or missed the 
ball, the display switches to bird's eye view, unless the 
batsman has been bowled, or is LBW, or has hit his 
wicket. The fielders are once again controlled by the 
joystick and fire button. The gauge at the bottom 
right shows the ball's height in metres, to help you to 
judge where to position a fielder for a possible catch, 
or simply to stop the ball. The fielder will return the 
ball to the wicket automatically. 

Running: Immediately the display changes to bird's 
eye view, the batting joystick controls running. 
Moving the joystick to the left will start the batsmen 
running. To avoid the chance of being stumped by the 
wicket keeper while deciding whether to run, keep the 
joystick to the right. 

When the action is over, the scoreboard will be shown, 
and at the end of each innings, bowling averages will 
appeer. At the end of the match, pressing e key will 
start a new game after a short delay. 
Towards the end of an innings, you may find that 
owing to mismanagement of the choice of bowlers, 
no-one can bowl (remember that each bowler is 
restricted to 12 overs). In this situation, the innings 
will end. 

Hints: For the batter — Concentrate on the top helf of 
the screen first. 'Hit wicket' and 'run out' through 
stumping can usually be avoided. 
For the bowler — use the wicket keeper 8nd, if nec- 
essary, a slip, to stop byes. 
For both — practice makes perfect I 


Tim Love's Cricket and other Peaksoft programs are 
copyright. Copying is theft. It is a condition of sale 
that this program may not be hired by a library or 
club, or offered as part of any buy-back scheme, and 
may only be sold on condition that identical con- 
ditions are applied to subsequent purchasers. Peaksoft 
programs are guaranteed to load. In case of difficulty, 
please return to Peaksoft, 7, Hawthorn Crescent, 
Burton on Trent, for immediate replacement. 


